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THIS AOS/TION FOR HOURS! = YEARS AGO MAKES US PALE 
(/f ‘ SHADES. OF OURSELVES. 


WE MUST WORK 
EVERY DAV TO MAKE 
UP FOR THIS. 
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BESIDES, SINCE YOU REFUSE 
TO PRACTICE SPELL-CASTING, 
MAKING YOUR BODY STRONG AND 
BANGEROUS |S OUR ONLY CHOIC 
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NEVER MINE 
THE AN Ul FOOL ! 
KEE kUINAU/ING" 

I1-'3MGHT 

BHP U6! 


ANP HID FoR 
TOO LONG | 


| OF MLUIRLOON/ I 


BIP YOu, COME 


TO THE AID-- 


tT WOW'T RUN 


Pf 
YES, BOY:- 
NOW UM LIKE 
THE WIND) 


WHAT ABOUT TH FOLICH 7 
LVE ALWAYS WONDERED.., 


ONE MUST BE OF PURE MIND 
AND HEART TO VANQUISH THE 
WARLOCK’S EVIL MASTER! 


SURVIVAL 


‘ i EEE ome DEPENDS ON 
‘ — items MASTERING 
DEFEAT THE UNDEAD BEWARE DEMONS | MANY SPELLS! 
ry AND YE SHALL BE ALLOWED DEEP WITHIN 
f TO PASS! THE DUNGEON’S 
BOWELS! 


ENTE % THE ARENA AND DO BATILE HAUNTING MELODIES i 
AS A FIERCE MINOTAUR! NHOLY ei sii 
. * BA nEeieees AVOID THE WINGED DRAGON'S 


FIERY BREATH! 
Tat ULT\ MATE 


TE EViv! 


BEWARE TH 


BASED ON 
THE HIT MOVIE! 


The once in a millennium 
confrontation 
is upon you! 
Using the powerful spells and 
potions entrusted to you by your 
Druid ancestors, battle gar- 

J goyles, the Undead, fire- 


runestones- all creation om unraveling! 
: Afraid? He already knows that. 


ioe tH aa 
WO WAYS, THE BETTER 
MWUNOTALUR OF BE GOOD! TI WAS 
, ABOLIT TO TAKE MY 
Ps. MONTHLY BATH! 


an 
a. 
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No 
TIME TO 
EXPLAIN-- WATCH 
OUT BEHING 


SIR SINGS TWO 
WAYS--1 AM JARED 
CARTHALION, SON 


TAK FAST, Ais a 


LIRCHN! GIVE ME 


eee seh YA Nes SANT BONPED 

Be go0e ; WET © Ms Y 70 YOU, THE Way MY 
CASON Red eee. | \ a rHeR WAS? 
YEUR BEHALF/ ; : a” ie p | er 


GLADLY GIVE MY 

LIFE FOR THE 
BOON ArAM 
GRANTED ME, 


wm THOUGH IT 
HAS BEEN MANY 
YEARS. 


TWO Ways! 
I WILL HELP 


ARED! HAVE 
YOU GONE O/T OF 
OUR 


COURAGE, JARED. 
KEEP YouR WITS 


WELL DONE, IM MOMOREP... 
YEARLING! AND REALLY LUCKY, 

EVERY BIT YOUR L GUESS. , 
FATHERS me 


WHERE /S LORD 
Bul sm, ADAM CARTHALION? 
I'M SORRY, SINGS TWO 

WAYS-- AVAM 16 PEAP. 

SLAIN BY THE PLANES - ape — GRIM TIDINGS. 

WALKER RAVIPEL, WHO ait WOULP THAT I COULP 

TOOK OUR CASTLE AND STAY, AND CHAMPION 
y LAND, AS WELL. YOUR CALISE. 
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LEST YOu FORGET, NY YOUNG 
FRIEND- E HAVE JUST BEEN B/TTEM/ 
> BYA GIANT SPIDER! 


DEADY FOSON COURSES 
THROLIGH AWAY WETAAS~- CLIRABLE 
ONLY BY THE ABALERS BACK 

IN HURLOON. 


mY, 


JARED CARTHALION, A GREAT 


INJUSTICE WAS DONE 70 YOU. NEXT TIME, 


i CALL ME BY MY 
TRUE NAME... 
THE MIGHTY SWORD 16 \ ELISOMIONE . 
CALLED FOFLLEAVER, YOUR c 
FATHER ONE IT TO ME AT 
THE ENV OF OUR SOJOURN / 
TOGETHER. i 


IT 1S ONLY RIGHT Yous 
TAKE IT BACK, JAREP Lise 
IT IN SELF-DEFENSE ONLY, 
AS IS MY PEOPLE'S WAY. 
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FAREWELL, 
MINOTAUR OF 
HURLOON! 


FAREWELL, , 
EUSOMONE / 
TLL VO HONOR 
BY FOECLEAVER, 
THIS I SWEAR! 


\\ 


SHE'S Wii 
BEAUTIFUL: i} | 
DIFFERENT FROM i] 
PD THE OTHERS, Mi /if | 


[: i SHE ALWAYS 


SEEMS 60 
SAP, THOUGH, 


is is 


Alms Prospice, in 
TRhoxias temple. 
@stricz. 


HUH/ SHE'S \, 
LOOKING 
, AT MES 


ANP HERE I AM, 
A SOPPING BEGGARS 
I MUST LOOK AWFUL! 


A HOSPICE \6 WHERE 
PEOPLE GO TO 

MAKE THEIR PEACE, BOY. 

YOU CAN'T GO, EZER. YOU'VE 

ALWAYS TOLD ME THAT YOU'RE 

REALLY YOUNGER THAN YOU 

LOOK-- THAT YOLI'LL LIVE 
TO SEE THE DAY... 


Ve THE DAY YOU TAKE BACK 
OUR HOME. AND YOU WL AT 
THAT, MY YOUNG SHATOW MAGE | 


" @INCE WHEN PIP 
YOU BECOME SUCH 
A TALKETR-- 


” SPELLSQUIRE OF EPHREN, 
I'M GOING 10 FINP SOME- 


THING-- AW Y TAME THAT WILL 
MAKE YOU BETTER. 
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= WELL--LOOK 


YOU'VE MADE 
A GAP MISTAKE 


TONIGHT, YORGO. 


ANP WITH 
A SHINY 
SWORE, To!) 
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OLURK/ 


THIS WHAT MY 
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POWER CAN VO 
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ABEEEEEES 
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ANGRY- - 


TLosT 
CONTROL! 
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wo. . 
BEGONE! 


Ly jj a EB | 
NS INTERESTING. AFTER ™ 
FIFTEEN YEARS--MY 
BLUE FRIEND MAROK ANP 
THE SCARLET VIZIER 
PRESENT A NEW 7REATY 
BETWEEN EPHREN 
AND FAIR ARATHOXIA, 


W/ THE NEW 20202 OF 
Wi] CASTLE MELMERETH HAS 
NEEP OF GOORS 
I\ WORKERS, HIGHNESS, 


WE WOULD BE ABLE © 
*] TO REOPEN THE WOUSE \ 
{| ONCE CALLE? CARTHAL ION, 

THERE CAN BE MLICH 


MUTUAL PROFIT / 


neem “~ 


THE FOLIR STANDING 
WOUSE LOROS AND 
THEIR BATTLEMAGES 
\ CALL THIS CITY AOME... 


1 SP/T ON YOuR 
PLANES WALKER 
KAVIPEL! 


Ls 


NOW GET * 
OUT OF MY &. 
SIGHT.C 


MUTLIAL PROFIT... 
OF COLIRSE. = 
YOUR “NEW Lorp” 
CAINS ACCESS TO 
MY SHIPS ANP 


STREETS OF MY 
CITY-- 


TUT-TuT, \ 
MY LIEGE! 
TH6 6 euMoR 
ANP INNUENZO! 
LORD RAVIDEL IS 
A LOMER, TRUE 
BUT HE IS A 


Pp 
IN RETLIZN, 
‘THOXIA RECEIVES 
THE AU/GHTY 
RAVIPEL... 4 


+. “BREAKER 
OF LANDS, 

COLLECTOR 
OF LIVES,/" 


THAT MAKES ME 
THE MOST POWERFUL 
MAN IN ALL OF 
CORONCOR. 


YOU'VE MADE A BAP? 
A MISTAKE TODAY SULTAN. * 


That mornent, at the 
| AMansion of the Scarlet 
1 Domain, once called the 
‘ Plouse Carthalion. 


| 1 ae I'VE COME HERE : 
fcasltil | ) Bea BECALIGE MY TEACHER, 
} YOU ARE A H EZER, 16 SICK, 
DARING YOUNG ‘ : : 7 : 
MAN, TO COME 
RAPPING AT THE EFFECTS OF THE 
THESE GATES, : BATTLE OF ASTER FALL 
yy HAVE NOT CORRUPTED YOLI 
4WIFTLY, LAR COME ; << Q AS THEY PID THE 
IN ANP HELP METO Y dle aN f i SPELLSQUIRE 
LOCK US AGAINST Jaa | | : ee . _— : 
THE STREETS. bu | 


. fe , ‘ A THE 
MY THROAT ye: ZN ‘@ ® a 2 ATTLE OF 
FOR THIS, Uf 


PALE, A BIT 
ROUGH ABOUT THE 
EPGES, BUT STILL AS 
BEAUTIFUL DE THE 
DAY YOU WERE BORN, 


rT Tt 


YOU HAVE THE P 
YOU KNEW MY 
LOOKS AND CANTOR } 
OF YOUR MOTHER, S| MOTHER? EZER'S Never 


EVEN WHISPERED 
Dm TO ME OF HER/ 


MISTRESS, WHY PIV 
THE VIZIER TAROW EZER 
AND ME FROM THE STEPS 
OF THI6 HOUSE WHEN WE 
FIRST ARRIVED , 2a 
SUCH AN EARNEST 


__IN ‘THOXIAT 
NP INQUISITIVE YOUNG 
ey HAVE ie MAGE ! COME LIRSTAIRS, 
YOU ALLOWED Us al | TVE SOMETHING TO 
60 LONG? | Ws a ic 


HER NAME WAS 
OWENBALVN. 
BHE WAS...SHE PIED 
WHILE YOU WERE 


CARTHALION'S 
MOST POWER- 
FUL RELIC. 


ae 


OA(/ THE FRONT 
DOOR-- THE VIZIER 
HAS RETURNED FROM 

THE PALACE. 


YOU MUST GET OU/T OF 
HERE, YOUNG MAGE! 
SWIFT D&E THE WIND! 


WHAT DOES THE 
WELL-DRESSED MAN 
IN THE VALIANT 

UNIVERS be 


THANKS! | 
GOT IT FOR 
CHRISTMAS! 
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[| FEED THB POTION OF /_ WELCOME HOME, 
ALABASTER TO YOUR EZER. t DEAR WUSBAND. T 
\ITS VERY S7ROMG-- DON'T LET TRUST ALL WENT WELL 


THE GUARDS Say 
ONE OF THOSE 
WRETCHED YRCHINS 

FOLLOWED You 
INTO THE HOLIGE! 


MEN YOU CALL GUARPS 
HAVE BEEN TOO DRUNK 
ON CHEAP MEAP TO NO- 
TICE ANYTHING OF THE 
SORT... MY LOVE 


FILTHY LITTLE TAYVEVES.7 WE'LL 
SLAUGHTER? THEM ALL.“ 


Twilight, 
the northern walfs 
A ‘ : 


ry WHAT SECRETS 
Y DO YOU HIDE? WHAT 
DO YOU KNOW OF MY 
FATHER ANP MOTHER? 
CAN YOu TELL ME 


(APPARENTLY, 
YOU'RE A BOY WHO 
ENJOYS TALKING 
TO FLOWERS. 


\, See 


wiMY NAME 


WELL, THEN, IF 

IT PLEASES YOU, 
MEET ME BY THE 

BROKEN TEMPLE IN 


BEGGARTOWN 'O- |e 


NIGHT... AFTER YOLI'VE 
TENPEP THE 
OLD MAN. 


AT FLOWERS 
ALL NIGHT? 


“Ee 


SOMETHING 
SPECIAL TO 


DON'T DRINK 

1 TOO MUCH, EZER. 
THIS STUFF IG fe 
POWERFUL! fae 


7 WHERE DID 
YOU GET 
THIS, Boy? 


THE LAST TIME 
YOU STOLE SOME- 
THING TAS GOOB, 
OUR FEET WERE 
CLUBBED, AND WE 
"SPENT 3/4 MONTHS 
\ IN SHACKLES / 


AND THE 
LADY VERDENTH 
TOOK PITY ON 

US, AT THAT / 


NEVER M/WP 
ALL THAT, 


WHAT MATTERS 
1S THIS CAN MAKE 
YOU BETTER-- 


MAYBE EVEN YOUMG 


AGAIN.“ 


I'LL BE BACK 
{ TOMORROW WITH 
PA THE LAST OF IT, 


THE SULTAN'S 
BATHS, ABANDONED 
YEARS AGO WHEN THE 
WATERS WERE FOUND 
TO SPREAD SOME 
PLAGUE OR OTHER, 


re FIND SAFETY 


HERE... PEACE, MUSIC, 
SOLACE. FOR MOST OF 
US, IN THE DARK OF NIGHT, 
THERE |S WO PLACE 
ELSE TO Go. 


WE CALL THESE 
HALLS RASSAGES 
OF THE DEAD, 


AFTER THE 
FALL OF HOUSE 
CARTHALION, THOU- 
SANDS WERE LEFT 
WITHOUT WORK-- 
THE SLILTAN'S TAY 
MONEY PWINGLED 

BY A FIFTH, 


GUILDS 
WERE CLOSEDP-- 
PROVISIONS CUT 
TO THE WEWLY 
POOR-- 60 THE 
SULTANS LARGER | 
WOULDN'T FEEL 
THE PINCH, 


TO OUR LEADERS, 
THE IMPOVERISHED 
CHILDREN OF 
ARATHOXIA MIGHT 
AS WELL BE PEAR. 


WHY HAS NO 
ONE BROUGHT ME 
HERE BEFORE? 


LIANE HOW CAN 
YOL BRING THAT 
COCKROACH NTO 


PERHAPS YOUVE 

BEEN PERCEIVED 

AS SIMPLE... 
NT. 


His DEMON 
SORCERY TORE OuT )- 
NIKKO'S THROAT! 


I TAKE IT YOu 
DESERVED SOME- 


THING BETTER : 


I DON'T KNOW HOW YOU PIP 
THAT, AND I PON'T CARE! 


P Bue RAG BOY'S GONNA 
TROUBLE, LIANA-- MARK 
my WORDS / 


LOOK... I DIDN'T 
MEAN TO. ART YOLI 
THAT WAY. 


y DRINK A LITTLE 
OF THIS POTION-- IT } 


ZOUNOS! 
I FEEL 
STRAPPING! 


THE LAST FEW. 


DROPS IN THIS FLASK | 


WERE MEANT FOR 


CLIANA. . YOL 
SEEM TO KNOW 60 
MUCH ABOUT ME-- 


\ EZER... WHAT HAVE LIKE THAT MASTRESS 
» e% IN HOUSE 


CARTHALION. 


7 HOW CAN 
THIS BE? 


pt eoe yi 

JARED. ITS WHat | 

YOU'VE ALWAVS 
DONE. 


--WITH THE 
WIZIER'S N\EN/ 
THEY MUST HAVE 


( K1-AUIIY VS } 


, ? 
y Je 
WE'D 
NEVER KNOW 
PEACE AGAIN. 


THIS Ways 
THE PASSAGES ARE 
RIDPLED WITH SMALL 
TUNNELS -- MOST OF 
THE OTMERS SHOULD 


|| 
tg 
| 


WO, JARED! USE ; 
YOUR MAGGIE HERE, ANDERE 
THE SULTAN WILL AYN Vie 

US GOWN TO THE 

LAGT CHILO!’ 


<7 


YOU KULEP \ 
MY FATHER .- 


RAVIDEL. 


BERSERKERS. OIANT 
SPIDERS, THE KING'S 
GUARD. I'VE EVEN PARTAKEN 
OF YOUR TORTURED 
LITTLE SOUL-- 


--CAN NOTHING 
STOP YOU, 
SHADOW MAGE? 


FIRING YOUR eens 
( MOST POWERFUL Ae YOu 
_. SPELL AT THE START , & j 
OE h Lelees EVERY TIME! 


aun 


At eae 


ee ; : 
$0 IT ENDS--IN THIS 
FILTHY BACK ALLEY. 
<> 


THE ENDLESSLY 
AMLSING 
BN CARTHALION FAMILY 
A HAS CAST 115 FINAL 


ENCHANTMENT. 


THAT PARALAIING YOUR 

LIFE WOULD BE 60... 

IWVW1IBORATING--TD 
HAVE DONE IT 
LONG AGO! 


“YOU'VE JUST CRUSHED 
ALL YOUR DREAMS. SLAW GAH TERED 
EVERYONE YOU'VE EVER LOVED. 


\ 


PLANEBWALKER/ ™ f--YOU HAVE L COMMAND 
IN LESURPING THIS LANVD-- ¥ DEFIED THE YOL TO LEAVE! 
SHATTERING INNOCENT TREATY OF £3 55° 
LIVES-- THE BHARD! 


MOXES. CARS AN EMPTY THREAT, LEAVE § =| YOLI'RE WASTING HOWLONG 
IMPRESSIVE. DOMINARIA WOWZ RAVIDEL. I'LL prieps es he et y tats ee 
NOT REPEAT NYSELF. é PLY- 
THEY BELONG : POOMEP WORLDA ING TH 
TO ME, NOW--AS Z 


HIM, LIANA? J 
DO YOU, LIANA. f 


LD WAGER, 
FOREVER. 


CONSIDER YOURSELF 
FORTUNATE-- A DUEL 
L WITH YOU MOW RLINS 
COUNTER TO MY PLANS. 


BUT KNOW THIS, 
MY LOVELY MIN1ON-- 
‘ MANY, MANY WILL Sa/e- 
da FER FOR THE CHOICES You 
Zi MADE THIS NIGHT. 


NO, JARED. IT 
WAS NOTHING. , 


“YOU ARE ALONE, YOLING JARED 
LOVERS AND COMRADES MAY COME 
AND GO-- BUT IN BIRTH, IN LIFE, 
AND IN DEATH, YOU WILL ALWiAYS 
BE ALONE... NEVER FORGET THAT.” 


sean 


Asst. Editor 
| Well...the verdict is in. 
| You like us! You really 
like us! 


#1 is a 
; bona fide hit, and we 
1 owe it all to you! 
+ If you're just joining 
i us, welcome aboard! 
| As always, our goal with 
this book, and all of the 

; : i Magic comic books, is to 
breathe life into the Tonite fantasy world of 
Dominaria. With each page, all of the characters, 
creatures, and spells that you see in the Magic: The 
Gathering trading card game spring into action, 
inviting you to share in the rich history 
of Dominia. 

Apparently, we're not the only ones excited 
about the release of . The buzz and 
the hype for the book began well before it was 
even ready to go to print. Wizard magazine put 

in their “Books to Watch” list, and 
New York Newsday interviewed series writer and 
Armada line editor Jeff Gomez about his role in 
the comic. Both InQuest and Combo magazines 
are planning feature articles on the comics in the 
_near future, and watch the Duelist for some cool 
behind-the-scenes coverage! But when all is said 
_and done, it’s you guys and gals we've got to thank 
for our success so far. So a hearty to 
alf the fans for making #1 a Top 
Twenty seller for the month of March! 

The letters have already started to pour in, and 
the response has been extremely favorable. Kudos 
to Joe Ervin of Bangor, Maine and Steven R. Shock 
of Chula Vista, California, for writing the first and 
second letters respectively! Everyone seems to be 
really pleased with the series and that goes for us 
as well. (Some of you are even picking up on some 
of the card-inspired elements that Shawn Carnes 
missed in issue #1— , anyone?) 
Please Reep those letters coming and let us know 
what we can do to make the book even better! 

Remember, the writer of the best fetter for 

#1 will receive a piece of art featur- 
img our hero Jared by series artists Val Mayerik 
and Mark Csaszar. It’s going to be a beauty, 
so write already! 

Speaking of making the book better, it has come 
to our attention, that some of the names in the 
stories might be a little hard to pronounce. In the 
interest of “editor/reader relations,” here is a pro- 
nunciation guide for some of the more exotic 
tongue-twisters and new vocabulary you'll find in 
r story thus far: 


Signature 


ADDRESS ALL LETTERS TO: 


Jeof Vita - Asst. Editor 
c/o ACCLAIM COMICS 
275 Seventh Avenue 
New York, N.Y. 10001 


(ay-RATH-i): A region in the Domains known for 
its fierce warriors. 

(a-ra-thoks-EE-a): The major port city-state of 
Stonehaven. 

(AS-ter fall): Name given to a master conspira- 
cy involving the future of Dominaria; Adam Carthalion’s 
attempt to foil it resulted in issue #1’s first battle. 

(Rar-THAL-ee-an): A great lineage of men and 
women who have participated in many of Dominaria’s 
major historic events. 

(COR-on-dor): A continent on Dominaria set 
between the Domains and Upper Videnth, it consists of 
three greater lands: Stonehaven, Casindral, and Gothonor. 

(do-mi-NAHR-ee-a): The planet on which most 
of our Magic: The Gathering stories take place. 

(do-MIN-ee-a): The infinite multiverse of Magic. 

(yoo-SOM-o-nay): The true name of Sings- 
Two-Ways, a minotaur of Hurloon who once befriended 
Adam Carthalion. 
(EE-fren): Carthalion’s domain, recently con- 
quered by Ravidel. 

(EE-zer): Friend and squire to Adam Carthalion, he 
suffered advanced aging under Ravidel’s Soul Syphon; has 
since become Jared Carthalion’s foster father and mentor. 

(her-LOON): An isolated land in which the noble, 
white minotaurs make their home. 

(JAER-ed): Heir to the throne of Ephren, also called 
the Shadow Mage after he was struck by a Soul Syphon 
during the Battle of Aster Fall. 

(kris-IL-thas): The vast forest that separates 
Ephren from Arathoxia. 

(lee-ON-a): A powerful planeswalker raised by the 
Sages of Minorad, and now deeply involved in the mystery 
of the Aster Fall. 

(MAN-a): The essence of magical power; the mysti- 
cal energy which can be tapped and drawn from relics (such 
as the Red Mana Battery) or one of the five lands 
(mountains, plains, swamps, forests, and islands). 

(MEL-muh-reth): Adam Carthalion’s former 
castle, currently occupied by Ravidel. 

(MIN-o-rad): Tallest and most northerly moun- 
tain in Corondor, it provided haven for a group of sages who 
fled there after the Antiquities War. 

(Nah-ROK): A vicious alien being, currently acting 
as Ravidel’s field lieutenant. 

(OR-ray-mon): Tallest mountain in the Domain 
of Ephren, said to contain enormous amounts of red mana. 

(PLAY-nar BARI): A mysterious craft, 
capable of easily traversing the multiverse of Dominia; 
currently owned by Ravidel. 

(PLAYNS-wok-er): Any being capable of 
traversing the multiverse of Dominia; usually a wielder of 
powerful relics and/or magical spells. 

(RAV-ih-dell): An evil planeswalker, specializing 
in Black/Blue spellcasting. 

(TAP-ping): The act of mystically connecting 
with a relic or land, and drawing mana to be used to create 
various magical effects. 

(ER-za): One of a pair of brothers who waged a war 
against one another so destructive, it slew millions and 
altered Dominaria’s entire eco-system. 

(vih-ZEER): In Arathoxia, the keeper (and 
sometimes the wizard) of any of the five Houses. 

(YOR-go): Leader of the homeless youth of 
Arathoxia; a childhood nemesis of Jared's. 


by Shawn F. Carnes 


Hello once again, planeswalkers! This play-by-play 
comes to you in living color, provided by the good 
people from Armada. This time around, we take a 
gander at 
#2, the continuation of the story centering around a 
young potential wizard named Jared. In this issue, 
there are notably fewer straightforward duels, but 
there are several elements which are certainly worth 
the attention of us hardcore Magic duelists. 
So, without further delay, let’s get to the action! 

The first sequence in issue #2, | want to focus on is 
the opening, when Jared summons Eusomone, the 

, to defend himself against the 
. Looking at the conflict from a technical 
perspective, the Giant Spider is a 2/4 creature, while 
the Minotaur is a 2/3. In game terms, this translates 
into a Mexican stand-off: neither creature is going to 
die. What makes the scene, however, is the dramatic 
license taken by Jeff, Val and Mark in portraying the 
combat. It took Jared’s jumping into the fight to 
bring down the Spider, and this is done at a 
considerable cost. Eusomoné winds up poisoned, 
and must return to Hurloon, unable to help Jared 
and Ezer further. 

Another great touch is the intelligence and humor 
attached to the Hurloon Minotaur. Indeed, the 
Minotaur seems like a noble creature as opposed to 
some of the other creatures found in Red magic. 
Though a purely analytical view of the cards in 
combat might not match up to what happened, the 
dramatic license and thickening plot make up for it. 

How the cards have been translating into a 
dramatic setting has been interesting to watch in the 
comics I've seen so far. If you are an avid Magic: the 
Gathering player like I am, you might find it hard not 
to follow along in some of the battles with a sense of 
how the spells, creatures, and relics are being 
translated from the game. As with any story, not 
everything is combat after combat. 

The scene I want to bring up is when Jared enters 
the old House of Carthalion. There are a few things 
happening here that have interesting parallels to the 
way we fans view the game of Magic, as opposed to 
how we actually play the game. The , for 
example, is encased in glass, and well guarded. In the 
game, the Black Lotus is an extremely rare card. 
Some players have never even seen one! Now, for 
those of you not in the know, the Black Lotus is an 
artifact that provides three mana of any color, at a 
casting cost of zero—making it incredibly powerful! 
The downside is that it is destroyed immediately 
after its use. With Jared’s probably 
running low by now, Il bet the Black Lotus will 
come in handy in the near future! And isn’t it strange 
that the House Mistress, knowing that her husband is 
in cahoots with Ravidel, shows Jared the Lotus—and 
gives him an ? There are 
many levels of subtlety going on here! I get a Rick out 
of looking at the card elements (and their role in the 
events of the story) in a new light. 

Anyway, back to the action! The last thing I want to 
take a look at is when Liana and Jared meet Ravidel 
in the alley near the Passages of the Dead. 


Though this isn’t a battle per se, there are some 
things going on here worthy of note. Jared (as many 
young planeswalkers tend to be) is overeager to put 
an end to his arch-foe Ravidel, and spends every 
thing he has in a . Ravidel responds b 
easily countering it witha , blowing Jared 
into a wall, and putting him out for the count. q 
There is a moral to this little spell exchange: when 
in doubt of your opponent's counterspell capability, 
make room for anything. For example, if you have 
ten mana (at least one Red) available to you, you 
could cast a Disintegrate spell, doing nine points of 
damage to your opponent—but, in the process, 
tapping all of your mana. If your opponent has just 
two mana, however, and one is Blue, she could tap 
both and cast a Power Sink for one mana. That 
single move counters the Disintegrate spell unless 
the caster can spend one more mana. To many, 
it may seem like a simple trick, but in the heat of 
battle, one can lose one’s cool, just like Jared did. 
After Ravidel has Jared on the ropes, he draws 
forth some Black magic and begins to use a 
on our hero. However, Ravidel did not 
count on Liana’s intervention as she casts a 
. Ravidel, shocked at Liana’s sheer gall, 
prepares to destroy her, when Liana unveils the three 


(yup—three!) around her neck! In game 
terms, Moxes are artifacts that generate mana, but 
are not tied to the nature of land. They cost no mana 
to play and have been discontinued. At this point, 
Moxes are rarely seen anywhere. Only the best of the 
best planeswaikers have even one Mox, so I would 
fathom that Liana is a very special planeswalker, 
indeed! This discovery may very well turn out to be 
the highlight of the issue. It implies to me that Jared 
is getting himself tangled up in a conflict of some 
pretty cosmic proportions! 

Anyhow, that wraps up #2, with 
Jared and Liana pretty much against the world. 
As always, I will be here to call the shots as I see 
them. If you've got a beef with my play-by-play or 
just want to talk about the color commentary, give 
me a ring at Wizards of the Coast...or better yet, write 
to Magic Signatures c/o Acclaim Comics. 

Until next time, duel hardy, and may you never be 
sunk by a Power Sink. 


The is the official Deckmaster magazine pub- 
lished by Wizards of the Coast, the makers of Magic: The 
Gathering. The is your bimonthly guide to Magic 
and the fascinating multiverse of Dominia—from the 
ancient history of the , to the 's 
Gripping sagas of survival. Card lists, strategies, rules 
variants, reviews, and artist profiles can all be found in 
each issue. Coming up next: “Magic: The Puzzling,” a 
behind-the-scenes looks at Armada Comics’ 
miniseries, a beauti- 
ful, full-color map of the continent of Terisiare, and the 
latest Magic news. It all comes your way in 


EXPLORES THE WORLD OF 


Each of the Armada miniseries is set on the world of Dominaria, which in turn is set 
in a universe of interdimensional worlds and planes called Dominia. The currently documented lands of 
Dominaria include (the southern continent in which Fallen Empires is set), the (the north- 
ern continent in which the HarperCollins novels are set), (the “lost continent” upon which the 
Antiquities war was fought, and in which Ice Age is set), and , which is rumored to be the 
archipelago left behind after the destruction of Terisiare. 

takes place in a land that may be new to most duelists, but you'll certainly be seeing much 
more of it. The land is called , and is located across the sea to the east of the Domains. Armada has 
been given special permission from Wizards of the Coast, the creators of Magic: The Gathering, to develop this 
continent especially for this miniseries and its sequels. Look for news about Corondor in future issues of the 
Magic comics, as well as in WotC’s Duelist magazine. Here are two of the places in Corondor where the action 
of picks up: 


Far to the west, on the continent of Corondor, lie the . Bordered to the north by the 
mountain range known as the , and to the south by the vast , the “Scarlet 
Domain,” as the Grand Sultan calls it, runs all the way to the western shores of the land referred to in the 
novels as First settled in the centuries after the Ice Age by the Sages of Minorad, Ephren’s 
stewardship had more recently fallen to the Lord and Lady Carthalion. Rumors of odd sightings and bizarre 
encounters with the supernatural near its mountains and over its plains began shortly after the birth of Jared 
Carthalion, and just before the death of his mother, the Lady Gwendolyn. Of course, these chilling omens 
culminated with the Battle of Aster Fall, in which the Planeswalker Ravidel invaded and conquered Ephren in 
the first issue of 


Two hundred miles south of Ephren, and due southwest of the Forest of Krisylthas, the 

is Corondor’s gateway to the east. Located at the delta of the , at the southwestern plateau of 
the contintent, 'Thoxia (as it is affectionately referred to by its citizens) is a hub of civilization, complete with 
open-air markets, temples, and fortifications. The city’s spires overlook the five House palaces, which are the 
seats of power for Stonehaven’s highest spheres of influence. Deep within its teeming ghettos, the Spellsquire 
Ezer and young Jared Carthalion have struggied in exile and poverty for fifteen years. Presided over by a cun- 
ning Grand Sultan, the city’s populace is made up of traders and merchants, thieves and viziers, priests and 
wizards—all thriving in the shadows of Arathoxia’s towers. However, an ill wind (in the form of the 
Planeswalker Ravidel) blows in ‘Thoxia’s direction. 


Magic: The Gathering 
The Shadow Mage #3 


A launched into the heart 


of Arathoxia signifies that Ravidel — 


does not hedge on his patented 
ominous warnings! But the city’s four 
standing Houses are not without 
defense. What can happen when a 


Planeswalker unleashes the full | 


extent of his magical power against a 
fortified metropolis? Jared, Liana, 
Ezer and Yorgo are all about to find 
out! 

“War Child” features a of 
a cover painting by Val Mayerik, and 
some extra-special 
for use in your Magic: The Gathering 
duels. 


Ice Age on the World of 
Magic: The Gathering #2 


Centuries after the fall of the Glacier 
Kingdom, the world of Dominaria has 
warmed to the point where a new and 
wondrous civilization has_ risen. 
The Knights of Kjeldor have set out to 
explore their world—and rid it of 
those who would use sorcery to keep 
it a frozen wasteland. This is the story 
of one such order of knights, who 
now face their greatest enemy: the 
malevolent magus Lim-dil, who is 
using his vast power to raise an army 


of the undead to see to it that Kjeldor j 
is crushed forever! “The Frozen Dead’ ¥ 


has a painted cover by Charles Vess, 
and includes a 
Expansion Deck preview card. 


Fallen Empires—A Magic: 
The Gathering Miniseries #1 


This two-part series focuses on the 
events hinted at in Wizards of the 
Coast's expansion card 
set. All the drama and tragedy 
caused by the coming ice age will be 
told by the editorial team that is 
bringing you the and 

series. The story takes place 
between the Urza/Mishra War set forth 
in , and the story now 
being told in . As with all our 
comics, the plot is officially sanc- 
tioned by Wizards of the Coast, and 
contains many of the characters, 
places and spells featured in the cards. 
This issue boasts a painted cover by 
Anson (Hurloon Minotaur) Maddocks, 


and will be polybagged with a booster 


pack of cards! 
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THE DUELIST TAKES YOU ON A JOURNEY THROUGHOUT THE MULTIVERSE 4 


rom the creators of Magic™ 
| The Duelist, the 
definitive reference for trading 
card game players and collectors. 
This bi-monthly magazine offers 
the latest in Deckmaster news; 
here you can learn the history of 
Dominia from its creators, brush 
up on deck-building strategies 
from the Magic world champion, 
and get the first look at upcoming 
trading card game releases. : A 
Full-color and art-intensive, 

each issue spotlights the work 

of a different artist, and every 

page features artwork 

and backgrounds 
by your favorite 
Deckmaster 
illustrators. 


#4 be Duelist offers you the inside story on trading 

Ne card games from the artists and designers defining 
| the genre. So pick up a copy of The Duelist, and 
share in the dynamic world of Deckmaster. 
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by Melissa Benson, Drew Tucker, Quinton Hoover, Julie Baroh, and Ron Spencer, © 1995. 
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Jeff Gomez, Rafael Kayanan & Rodney Ramos 
Cover by Charles Vess 
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